Background: Psychological distress has been seen among internet users with gaming. There is a need to evaluate the effect of internet gaming on psychological well-being. The present study assessed the depression, anxiety, and stress among users with internet gaming disorder (IGD). Methodology: Sixty users (58 males and 2 females) in the age group of 16-18 years were screened using IGD test for cases with disordered gaming. They were administered background data sheet as well as depression anxiety stress scale. Majority of them were playing multiplayer online battle arena game and first person shooter game. Results: The pattern of use was from 10 to 14 h a day. About 6.8% individuals had lifetime psychiatric history. There was significant positive relationship between the internet gaming and depression (0.412 at 0.05 level), anxiety (0.408 at 0.001 level), and stress (0.308 at 0.05 level) scale. Conclusion: It also implies the need to evolve intensive intervention program to manage internet gaming as well as other psychosocial dysfunctions.
Introduction
People diagnosed with internet gaming disorder (IGD) have been frequently observed to experience psychiatric symptoms. The amount of time spent playing online games has been seen to be positively correlated with depressive symptoms. [1] The association between IGD and psychiatric symptoms has been demonstrated in recent literature. [2] [3] [4] Lifestyle disturbance and psychiatric distress were present in cases with excessive use of gaming. [5] The excessive use of gaming had been used as a method of coping to existing psychiatric distress. [6] Physical (eye strain)/psychological distress (decrease sleep, irritability, and restlessness) was present as a morbidity -6.8% with mobile phone addiction; 4.2% with internet use; and 3% with social networking sites among a sample of 2755. [7] Although there is evidence of association of depression and psychiatric distress with IGD in an international context, there is a need to evaluate psychological aspect of internet gaming among Indian sample.
Methodology
The present study assessed the depression, anxiety, and stress among users with IGD.
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Sixty internet users in the age group of 16-18 years were screened using IGD test [8] for cases with disordered gaming. In terms of education, individuals having undergraduate education were 25%; individuals who had finished their professional courses were 53.40%; and individuals who had finished their postgraduation were 21.70%. In this population, there were no individuals with history of neurological conditions. The individuals with a psychiatric history were 6.8%. The patients with physical history of asthma/diabetes were 1.7%. About 43.40% got the family history of neurological conditions, psychiatric conditions, and physical conditions. IGD test is a self-administer questionnaire designed to measure the gaming activity of an individual in the past 12 
as affective disorders, mental and behavioral disorders, depression, stress, somatoform disorders, and disorders of adult personality and other medical problems which could interfere in taking assessment or biased the assessments were excluded. Alcohol, smoking, and substance involvement screening test developed by the World Health Organization for screening alcohol, smoking, and other substance use was administered to excluded substance use disorders. [8] Background data sheet and depression anxiety stress scale [9] were administered. The sample had 58 males and 2 females. Majority of them were playing multiplayer online battle arena game and first-person shooter game. The present work got Institute Ethical Approval.
Results
The pattern of use was from 10 to 14 h day. About 6.8% of individuals had lifetime psychiatric history. About 40% had a family history of neurological condition, psychiatric conditions, and physical conditions. They also reported disturbance in lifestyle in the form of sleep disturbance/irregular eating pattern/decreased involvement in offline activities and decrease communication/interaction with others. They attributed the excessive use to factors such as feeling bored; to feel good and to avoid/escape problems. There were significant positive relationship between the internet gaming and depression (0.412, P < 0.05 level), anxiety (0.408, P < 0.001 level), and stress (0.308, P < 0.05 level) scale.
Discussion and Conclusion
The present work indicates lifestyle disturbance and association of depression, anxiety, and stress with IGD. Available literature also showed similar trend. About 16% of 274 adolescents were addicted to video games and 54% of them had psychological distress. The psychological distress was measured using general health questionnaire-28. Addiction to video games was strongly associated with psychological distress (OR = 4.1, 95% CI = 1.80, 9.47). [10] Presence of emotional regulation and family warmth was related to decreased involvement in video gaming. [11] Psychiatric symptoms were both directly and indirectly associated with problematic online gaming. The gaming was also used to avoid everyday problems. [12] IGD has been found to be related to of psychological and health problems, including depression, social anxiety, fatigue, loneliness, negative self-esteem, and impulsivity. [13] [14] [15] The present work has limitation in terms of small sample size and usage pattern not seen in relation to gender. It has implication of national surveillance for the gaming usage pattern and its association with psychiatric symptoms; type of game played; amount of time spent and reciprocal relationship between gaming and psychological distress. The users have to be evaluated for other behavioral and drug use pattern. It also implies the need to evolve intensive intervention program to manage internet gaming as well as other psychosocial dysfunctions.
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